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SECTION 1 
INTRODUCTION 


TRICKSHOT is an exciting extension of POOL 1.5 for your 
APPLE II. You now have the ability to easily set up a nearly infinite 
variety of trick shots. Normally this is a painstakingly slow process 
on a real pool table, but with the aid of TRICKSHOT’s instant 
replay feature you can try slight modifications to a shot over and 
over again with just a few key strokes. Once a shot is perfected, 
you Can even save it to disk for later recall — show your friends 
those fantastic shots you invented! 


Not only can you set up elaborate trick shots with this game, 
but you can also play Snooker, 3-Ball Pocket Billiards, Open Table 
and Three Ball. IDSI is dedicated to bringing you only the best in 
APPLE II software. We hope you enjoy TRICKSHOT. 


SECTION II 
GETTING STARTED 


TRICKSHOT requires a 48K APPLE II computer with a Disk II 
and comes with 2 diskettes, a game diskette and a ‘‘SHOTS” 
diskette. Boot your TRICKSHOT game diskette in the normal 
manner. During the first several seconds of the boot process, you 
can press the ‘’P” key to obtain information on how to make 
“back-up” copies of TRICKSHOT. 


Once the boot process is completed, the TRICKSHOT HIRES 


logo page will be replaced with a HIRES pool table and you will be 
asked: 


HOW MANY FOR POOL? 


At this time you may enter a number of players from 1 to 4 or you 
may press the ‘‘D” key to see a ‘‘Demo’’. Once you have entered 
the number of players, you will then give the players’ names and 
select one of the following games to play: 


1. Trickshot 2. Snooker 
3. Billiards 4. Open Table 
5. Three Ball 


The rules for these games will be discussed a little later. For 
now, we recommend that you select Open Table as it is the 
easiest to learn with. 


SECTION III 
SHOT PREPARATION 


POSITIONING THE CUE BALL 


The player who goes first will be offered the chance to 
position the cue ball (the solid white one). This is the ball you will 
shoot with. Positioning is done as follows: 


1. ‘“ +——"” and “‘ —-» ” cause the cue ball to move left and 
right. 

2. ““U" and “‘D” cause the cue ball to move up and down. 

3. The space bar exits position mode. 


After exiting from position mode, note the projected dotted 
line emanating from the cue ball. (The “ghost ball’’ at the end of 
the aiming line is discussed below.) This is the cue for aiming, it 
tells which direction the ball will go when you are ready to shoot. 


You now have control over the following parameters: 
1. AIM 

2. SPEED 

3. ENGLISH 


These may be cycled through any number of times by striking the 
space bar. The active parameter will flash. TRICKSHOT offers two 
modes of selection for AIM, SPEED, and ENGLISH. Upon initially 
booting, “Keyboard Mode” is in effect which means that the 

‘<— " and ‘‘——+*’”’ keys are used for selecting these 
parameters. If desired, ‘‘Paddle Mode” may be activated by 
pressing CTRL ‘‘K”. lf “Paddle Mode’’, PDL (0) will be used for 
parameter selection if there are 1 or 3 players. If there are 2 or 4 
players, then each player or pair of players will use a separate 
game paddle. 


AIMING THE CUE BALL 


You will begin in AIM mode with 128 directions available, and 
the aiming line will show where the cue ball will go if shot. 
Sometimes there isn’t enough room between balls to show the 
aiming line and the “ghost ball’’, so you will see a ‘’+ mark 
instead. The purpose of the ‘‘ghost ball’ at the end of the aiming 
line is to project how the cue ball will strike the target ball. Seeing 
the geometry of the projected moment of impact will help you 
decide how to aim. 


SPEED OF THE CUE BALL 


Striking the space bar now will put you in SPEED selection. 
Use your keyboard or rotate your game paddle to select a speed 
from 1 to 8. Speed 1 is a nudge, speed 8 is a very strong hit, the 
kind that often results in balls on the floor in real pool. 


ENGLISH 


Another strike of the space bar gives you a chance to add 
ENGLISH to the shot. The sense of the ENGLISH is where you 
strike the cue ball. For example, top left ENGLISH would be 
equivalent to striking the cue ball on the top, near the left, as 
seen from behind the ball. Again, ENGLISH selection is 
accomplished from either the keyboard or game paddle, 
depending upon the mode that you are in. 


SHOOTING 


Of course, if you like all the values already displayed, you 
may shoot at any time by pressing the ‘‘S” key if in ‘‘Keyboard 
Mode” or by pressing the paddle button if in ‘‘Paddle Mode’”’. 


SCRATCHING 


If you pocket the cue ball, it is called a scratch. After a 
scratch, TRICKSHOT will allow the re-positioning of the cue ball 
anywhere on the table, as described in the begining of this 
section. 


SECTION IV 
COMMANDS 


Following is a list of all commands which can be used during 
normal TRICKSHOT game mode. Each command can be executed 
by pressing the associated key without a RETURN. 


A=AIM 


Toggles back and forth between coarse aim (128 directions in 
360 deg) and fine (plus or minus 32 finer directions from the last 
coarse position). Note that in going to fine aim, the direction line 
will jump slightly forcing you to re-aim. Thus, it doesn’t pay to get 
too finicky in coarse aim unless you like to shoot from coarse 
aim. 
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B = BEGIN 


Allows you to play the same game again, play a different 
game, or select new players. 


C = COLOR 


Toggles between colored balls or numbered balls. This 
command has no effect in Snooker and Billiards. 


ESC = SCORE 


Pressing the ‘‘ESC”’ Key will display the scoreboard. Pressing 
the “ESC” again, will return you to the game. This display 
contains game totals, player’s names, and a summary of 
commands. 


F = FRICTION 
Determines the rate at which the balls decellerate. 
FRICTION = 1 would be like playing on a table with no cloth. 


FRICTION =3 is normal. FRICTION = 5 causes a 
severe decelleration. 


M = MOTION 


Determines the speed of the action. It is fast, normal, or slow 
motion and is independent of the friction value. The ball 
interaction and physics remain the same. This can be changed at 
anytime. 


N = NEXT PLAYER 


This is used to skip a player’s turn if he relinquishes his turn 
either by the rules or voluntarily. The option to reposition the cue 
ball is offered. 


R = REPLAY 


Repositions all the balls to just before the last shot and allows 
a replay of the shot. At this point, any or all shot parameters, i.e. 
AIM, SPEED, ENGLISH, FRICTION, and MOTION may be 
modified or the shot may be replayed exactly as it first appeared. 


S =SHOOT 


When in “‘Keyboard Mode”, the ‘‘S’’ Key is used to shoot the 
cue ball. 


T = TERMINATE 


This key stops all action and stops the ball at the point where 
they are when the key is pressed. They loose all energy of 
motion. Control is returned to the same player. 


CTRL(D) = DISK MODE 


This key enters TRICKSHOT’s Disk Mode which allows saving 
and restoring of shots or games. This mode is discussed in more 
detail in Section VI. 


CTRL(K) = KEYBOARD/PADDLE 


Toggles back and forth between the Keyboard and Paddle 
modes of play. Note: This key should not be used on systems 
without game paddles or a joystick. 


SECTION V 
DESCRIPTION OF GAMES 


TRICKSHOT 


This is a special mode which allows the positioning of up to 
16 balls anywhere on the table for special trickshot setup. Unlike 
the other games, each turn begins in BALL SETUP MODE which 
joins AIM, SPEED AND ENGLISH as the fourth shot selection 
parameter. When in BALL SETUP MODE, one of the balls on the 
table will always be flashing and the following keys dictate the 
desired action to be performed on the flashing ball: 


“U” and “‘D” move the flashing ball up and down. 
‘“ +— " and “ —~> ” move the flashing ball left and right. 
‘“‘T”’ takes the flashing ball off of the table. 


In addition, the following keys are also used in BALL SETUP 
MODE: 


“NI’’ Causes the next available ball on the table to flash. 
‘““P’’ Puts a new ball in the center of the table. 


After the desired ball setup has been achieved, the space bar 
is again used to cycle through the shot selection parameters. 
Once the shot has been performed, the ‘‘R”’ key may be used for 
replay, and, as will be discussed in Section VI, shots may be saved 
and later reloaded from disk. Included in your TRICKSHOT game 
package is a ‘‘SHOTS” diskette containing some sample shots 
demonstrating some of the possibilities available to you in 
Trickshot Mode. 


One final note before leving Trickshot Mode is that friction 
values 3 and 4 have been made slightly lower than in the other 
games to accomadate complex shots involving many balls. 


SNOOKER 

Snooker is a game involving 15 colored balls (reds) and 6 
numbered balls (4-9). At the begining of each turn the object is to 
first pocket one or more reds according to the following rules: 


1. Ared must be hit first by the cue ball. 

2. One or more reds must be pocketed in order to score and 
continue to shoot. 

3. One point is scored for each red pocketed. 

4. Any numbered balls pocketed do not score and are 
re-spotted on the table after the shot. 


Providing that a player pockets 1 or more reds, he continues 
to shoot, but now at the numbered balls according to the 
following rules: 


1. Anumbered ball must be hit first by the cue ball. 

2. One or more numbered balls must be pocketed in order 
to score and continue to shoot. 

3. The face value of each numbered ball is scored as well as 1 
point is scored for each red that is pocketed. 

4. Any numbered balls pocketed are re-spotted on the table 
after the shot. 


lf a player pockets 1 or more numbered balls at this time, he 
still continues to shoot but now at the reds again. As long as a 
player continues to score, play will alternate between shooting at 
reds and shooting at numbered balls. However, as mentioned 
above, each turn begins with the player shooting at reds. 


Once all reds have been pocketed, the numbered balls are 
then shot in rotation under the following rules: 


1. The lowest numbered ball on the table must be struck first 
by the cue ball. 

2. One or more numbered balls must be pocketed in order 
to score and continue to shoot. 

3. The face value of each numbered ball pocketed is scored. 

4. Any numbered balls illegally pocketed are re-spotted on 
the table after the shot. 


In all three of the modes of Snooker play, a cue ball scratch 
results in loss of turn without score and any balls pocketted are 
re-spotted. In TRICKSHOT, a Snooker game is completed after all 
numbered balls are legally sunk in rotation and the player(s) 
having the highest number of points is credited with winning the 
game. 


BILLIARDS 


This game, as implemented in TRICKSHOT, is 3-Ball Pocket 
Billiards and uses 2 cue balls and a third object ball. Although 
Billiards may be played by 1-4 players, normally it is played by 2 
players with each player having his own separate cue ball. The 
object of this game is to score 21 or more points before your 
opponent does. Points are scored in the following manners: 


1. One point is scored if the object ball is pocketed. 

2. One point is scored if the opponent's cue ball is pocketed. 

3. One point is scored if both the object ball and the 
opponent’s cue ball are hit by the current player’s cue 
ball. 


Therefore, a maximum of 3 points may be scored on a shot 
which hits and pockets both the object ball and the opponent's 
cue ball. After scoring one or more points on a shot, a player 
continues to shoot until he fails to score. All balls pocketed are 
‘returned to the table spot nearest the pocket in which they were 
sunk, and as in most games, a cue ball scratch results in loss of 
turn without score. 


OPEN TABLE 


Open Table allows the most freedom of all TRICKSHOT 
games. Under this mode, no rules are enforced and no scoring is 
done. You are simply presented with a standard 15-ball rack and 
can proceed from there to play any game you like. If you wish to 
play games such as 9-Ball requiring different types of opening 
racks, the rack may be built in Trickshot Mode, saved to disk, and 
then reloaded while in Open Table. 


THREE BALL 


Three Ball is a game played with a cue ball and 3 object balls 
and is scored in a manner similar to golf. The object of the game 
is to sink the 3 object balls in as few shots as possible, thus each 
player continues to shoot until all 3 are sunk with every shot 
being counted as a point against him. A cue ball scratch is 
counted as a shot and any object balls pocketed are returned to 
the table. The player(s) with the lowest total score after 
completing 4 rounds of play is credited with winning the game. 


SEC .{ON VI 
DISK MODE 


Disk Mode is one of the most powerful features found in 
TRICKSHOT allowing you to save shots and/or games to disk for 
later recall. Disk Mode may be entered at any time after play has 
begun by pressing CTRL (D). All disk operations will be 
performed on the same drive that was used to boot the 
TRICKSHOT game diskette. Once in Disk Mode, the following 
keys dictate the desired action to be performed: 


C = CATALOG 

Provides a directory list of all shots contained on the current 
diskette. Shot names may be up to 8 characters long. 

L =LOAD 

Loads a specified shot name from disk. 

R = REMOVE 

Removes a specified shot name from the disk directory. 

S = SAVE 


Saves the total current TRICKSHOT environment, including, 
ball positions, scores (if playing a game), aim direction, speed and 
English to disk. 


SPACE BAR = RETURN 
Returns to the normal game. 


We suggest that to become better acquainted with Disk 
Mode, you insert your TRICKSHOT ‘‘SHOTS” diskette, get a 
Catalog, and then load and run some of the sample shots on this 
diskette. We hope that you enjoy them. 


Any standard diskette may be used to save shots and/or 
games by merely doing a SAVE operation while in Disk Mode. If 
the diskette does not already contain recognizable TRICKSHOT 
information, the following message will appear: 


1/0 ERR-INIT DISK? (Y/N) 


A response of ““N” will take no action and will return you back to 
the game. A response of “Y’”’ will initialize the diskette and then 
perform the requested SAVE operation. Note that by answering 
“Y’’ to the above question, all data previously recorded on the 
diskette will be destroyed!!!! 
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SECTION VII 
KEYBOARD SUMMARY 


NORMAL PLAY: A = Aim/Fine Aim 
B = Begin New Game 
C = Color Toggle 
ESC = Score/Game 
F = Friction 
M = Motion 
N = Next Player 
R = Replay 
S = Shoot 
T = Terminate 
CTRL(D) = Disk Mode 
CTRL(K) = Keyboard/Paddle 
BALL PLACEMENT: sy — Bal Up 


D = Ball Down 

+= Ball Left 

—> = Ball Right 

N = Next Ball 

P = Put Up New Ball 


T = Take Ball Off 
DISK MODE: C = Catalog Shots Diskette 


| = Load Shot 
R = Remove Shot 
S = Save Shot 
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SECTION VIII 
WARRANTY 


IDSI makes no warranties regarding TRICKSHOT, its 
suitability or fitness for any purpose. The user shall be the sole 
determiner of the suitability of this program for any purpose. IDSI 
assumes no responsibility for financial loss of any kind resulting 
from the use of this program. TRICKSHOT is restricted to private, 
non-commercial use. All commercial rights are reserved. 


IDSI warrants that the diskette supplied with TRICKSHOT 
shall be free from manufacturer’s defect for 30 days after 
purchase. Defective diskettes will be replaced at no charge if 
returned within the warranty period. After such time, diskettes 
will be replaced for $5.00. 


Printed by Austra, Inc. 
3500 N. Mesa 

El Paso, Tx 79902 
(915) 542-0264 
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